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I S€€ HIS LIFE. 
I FEEL HIS DEATH 
we PEATH ! 


. we HEEP THESE WORDS-- THE NG 
eee cea ais 
( MAE OF FIVE... \C 


ARABIAN MAGE, , 
| DESTINED TO BECOME THE 
MOST POWERFLIL 

SORCERER EVER KNOWN, 


THIS RABIAH, AND 
THE RABIAH FROM WHENCE 
: WE CAME, ARE BUT TWO 
PICTURES... th zes pe ers 


HOUSANES-- ALL 
L PEEL HIS : Be cee ; | SOME, YET ALL 
ANGLIGH... : 
1 RELWE HIS 


EJ. SOMEHOW DIFFERENT 
DEATH AGAIN : Bese Su: iY) 

WITH EVERY caer 

HEARTBEAT. 


(LET THE RING OF MARUC 
“TAKE US TO THE WENT. SOON... 
WE SHALL BE WV/NC/BLE/ 


AS ALWAY6, 
MISTRESS, 
L OBEY. 


The vast desert of 
. UAL. Tagpsirs Nex: 
DESTINATION. 


Dag 
ek wel é& 


NO-- WE ARE 
MORE, WE ARE THE 
SAME / LIKE PIECES 
OF A PUZZLE THAT 

MUST BE JOINE? 
TOGETHER, 


HURRY, THERE 16 NO 
TIME. I HAVE ALREADY 
GETRAVED MYSELF 


TAKE THIS 
RING. \T WILL 
LEAD YOu To 

THE OTHER 

TAYE IRS! 


OTHER PRENITI q ; NOMA 
TAYSIRS 2 CANN > > Teor f 
: SUSTAIN THIS 
\ SANDSTORM 

\" LONG? 


JOIN YOuR 82007 
WITH THE OTHER TAYSIRS‘ 
TO BECOME OWES 


a, 


! sion into got and they will not escape her. Wetewete shaye entered into a 
newitieldof compat, Greater danger — and greater triumphs — await in i Velvet ee 
the spiritual reflection Bf Sur world — the realm known as the Umbra. 


>st-selling game of werewolf 


AGE fans an entirely new level 
of play, inclddingia brand-new Quest card series, new, fers such as the legendary 


Wahiya Ohnt; and’a variety of novel foes, suck as Umbral spirits and the dreaded reality- 
“Warping Nexus Bawlty 


The Wertwolt: Thre Apacalypse 
_ Collectible TradtrgCard Game 


Thecliinbra Rage, Werewolf The Apocalypse, and White Wolkane vradiaarls ai Whete Wall Vea 15 White Wolf, Iie Ni dutts ieserved ihe oni hologr somination ta trademark of the Upperdeck Company. All rights reserved. 
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SUCH 
FEAR SOME 
POWER! BLIT THE 

PASSION \N 
HIS WORPS-- 


NOMAD! PO 
NOT TAKE 

TAYS/R IN 

VIOLENCE! 


MADNESS 
MUST END HERE, 
AILAH/T CAN 
BEAR THE PAIN 


SERVED You 
ALIFETIME, 
NAI LAH, 


POwE VERY WELL, 

. ; THEN-- TAKE ME 
ITS Sie - 

_( THIS RING WERE 

\\ SINGING TO NE. 


j* 


Sos 


ine 


6 


vN 


JOINED. 


ves, I CAN 
FEEL IT--THIS 
WORLP \6 SONE- 


WAIT-- YOLIT2 
OR 


ESENCE... 
IT WARMS MY 
HEART. 


WHO AIRE 
you? wHY po G& 
1 FEEL as 1c 
I Ki 


JUSTICE IS ETERNAL. IT'S JUST THE WEAPONS THAT CHANGE. 


ETERNAL WARRIOR. IN AUGUST. 


45 & 46: BAD MOON RISING. ETERNAL WARRIOR VS. WEREWOLVES. 
BY WRITER JOHN OSTRANDER. 


THE WHEEL HAS 
ALMOST COMPLETED? 
ITS TURN. IT6 MOT 

SAFE TO STAY. 


TAyéiRe, MY 
DERVISH FRIEND, 
THERE 14 TOO MUCH 
FOR ME TO EXPLAIN... 
1 HAVE AWAITED 
THIS MOMENT FoR 
PECAVES, 


THAT RING ON 

yYOuR FINGER. I 
THOUGHT 1 WOULD? 
NEVER SEE IT AGAIN, 


IT WIELDS GREAT 
POWER, A POWER THAT 
NAILAH HOPES To 
PERVERT FOR HER 

my, OWN ENTE. 


NAILAH! THAT WAS 
THE NAME L HEARP IN 
THE DESERT, THAT: 
WITCH-- YOU KNOW 
OF HER, YOU SERVE 
THIS WOMAN-- 


--MOT 30! 
IT 16 TRUE THAT 
L ONCE OI 
SERVE HER. 


I WERE APPREN- 
TICEP TOA 
GREAT SORCERER, 


HER, ANP SHE 


j “G(ETED" NE 
| WITH THIS VDIBEASE, 


I WANT ONLY TO 
PUT AN EMO 


\ TO HER EVIL. 


HER THRONE SITS 
INA SANCTUARY, 
SURROLINPED BY 

THE STENCH OF 
PEAT H,. . 


| 7 wAND NOW I 
7 AM HAUNTED 


1 BY THE TAYSiR 


WHOSE L/FE I 
STOLE. 


| NAILAMS 
YOUVE FOR- 
SAKEN ME IV 
\ MY PAIN 


THE SHEPHERD'S 
MEMORIES TAUNT NE 
--THEY REPEAT MY 
BETRAYAL OF HIM 
OVER ANP OVER AGAIN, 


i 


V THE ETERNAL STRUGGLE 


Tut DECKMASTER™ TRADING CARD GAME OF GOTHIC INTRIGUE 
FORMERLY JYHAD™, SUGGESTED FOR MATURE PLAYERS 
STARTER Deck: $8.95 BoosTER PACK: $2.75 
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Gant (roid 


: 3p a <= 

WE WILL WEVER : : 
SERVE YOU AGAIN/T . vee, 
STILL POSSESS SOME rt Tae 


MY OWN MAGIC. 
TURNS ON ME--BL/RWS 
ME. CORSE THI6 PRI6ON! 


THERE MUST 
STILL BE A 
WAY +e 


I 
muss VFORGVE Me, MY 
TRY... _, BROTHER-- LEN? ME 
YOUR STRENGTH, THE 
LIVIN POWER OF 
NATURE 
HERSELF. 


en 


I CALLUPONA 
CREATURE OF OVINE 
WRATH, TO END THIS 

a CRIPPLING EN IL-- 


HIS RUT} 
NATURE by Mate 
SLITED TO 


PLINISHMENT 
FOR VESTROYING 
THE OTHER 
TAYE IR, 
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\ 
NO/ YOU MUST ' 
HEED THE W/SIQWS 
OF THE ORB! 


OF YOURS WILL NOT 
STOP ME. / 


YOU'LL SHUT 
YOUR MOUTHS--OR 
JT Wil SHUT THEM 


PLEASE, IN 
ALLAH'S NAME, A CHANCE VN IF ZT M037, 


MY SON--RAGHIB 4 ACE 
FOR A PE; Zt wu 
es oer j Pe FUL END! LSE FORCE! 


1,100, AM 
CONFUSE, BLIT 
VIOLENCE \N\\L 
ONLY HARM LS 

ALL. 


ITS HEARTENING 
TO SEE YOU DON'T 
WASTE TIME WITH 
FOOLS, SNORVSMAN 
TAYEie, 


} va 4 
COME, BROTHER, 
WE'VE ONLY SECOMPS 
TO TURN AWAY FZOM 
THIS WITCH. 


M-MY ACTIONS -- 
THEY NO LONGER FEEL 
LIKE MY OWN. 


Let me 
EASE 
YOUR PAIN, 
TAYE IR, 


LIKE THE 
APPRENTICE 
YOU FOUGHT IN 
THE PESERT? | 


IF WHAT YOU 
OFFER \6 60 
DIVINE, THEN WHY 
, DID HE TURM 


‘lies 


iF You praw §] 


SWORD To THE 
PERV SH -- AND 
CLEAVE HIM 
UNTO YOURSELF. 


al 
YOUR PLACE BY 


WEAK - THERES 
FAR MORE 
STRENGTH 


YOU MAVE IN 
THE VESERT? 
NOTHING / 


YOU CAN HAVE 
. EVERYTHING. 


THE 
APPRENTICE 
YIP” NERN ME 


B NOT To TAKE THESE 


MIRRORS BY 
FORCE, 


er 
VO 1 GARE 
PUT MY SOUL 
AT RISK...? 


WE CAN'T LEAVE 

YOU HERE-- THIS 

NAILAH \6 TOO 
POWERFUL / 


YOU THINK TO 
HURT ME WITH 
THIS FEEBLE 

PINPRICK? 


ALL RIGHT-- 
7 AWAY, AND 
RUN a YOu 


IL Wile 
DEAL ITH THE 
\. SORCERESS. 


MUST LEARN-~ IF 
YOU ARE To 
SERVE Me! 


NOW... FEEL THE 
VERY LIFE EBBING 
FROM YOUR LIMBS. 
TAKE THE DERVISH 

NOW..,0R% PIE. 


mes CLAN COMICS AND 


The new 
monthly mag 
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LET HIM GO, NAILAH-- 

YOU MUST KNOW THIS 
PLAN OF YOURS IS 
SHEER IWVEANITY 4 


IT 16 YOU WHO MUST 
BE FAYRRALYZEL:.. BY 
ALL ARTS WE ONCE LEARWEZ.. 
SIDE BY SIDE. 


— 


DISEASED 
WRETCH-- 
RELEASE 

MES 


SUCH TENVER 
WORVE...FOR YOUR 
BETROTHEP. 


BROTHER, CAN 
YOU STANO? 
WE'VE GOT 10 GET 


USE THE RING OF 
MARUF TO FIND THE CAST 
TAYGIR... SAVE US ALL/ 


YOU SWORE TO 

MARRY... THEN 

CURBED INTO et: 

WRETCHED EXILE. i] / HOW TOMOLP ME, 
- RAGHIB/ NOT WHENT 


YOU WERE MY / ey WAS A GiRL-- 
LOVE-- AND YOu { 
STOLE MY VERY 

LIFE / 


ww ANP 
CERTAINLY 
OT NOW! 


IT 16 DONE, THE 
NOMAP TaYél2 


NO, RAGHIB-- 
Fae FROM IT! 
HE 16 ALIVE... 
I FEEL HM 
INSIDE OF ME! 


ae 
HAVE LIVED ON 
ANOTHER WORCZ 
GAINEV ANOTHER 


DEEPLY 
TOUCHING, 
TAY. 


ALIFE 
REDEEMEP 
BY A FINAL ACT OF 
SACRIFICE. 


IM SENDING 
YOU BACK To My 
SANCTUARY=« 
WE'LL FIVISH OUR 

TASK THERE. 


PEER INTO TH 
LOOKING GLASS, SUPPENLY, I'v! 


NAILAH-- . LIVED A LIFETIME 


a “Vo YOU. z 
se prs WITHOLIT HAVING EVE 


\ YOu See? A 


> wd FINP T CAN 
\ By SUNWON THE POWER 
1 TO TURN MY BACK ON 
iL THE GREAT SORCERER 
QUEEN. 


ways ‘ij 
WILL BECOme 
\ WHOLE! 


MURRY-- SHES 
BEEN SENT TO HER 
KEEP, BUT SHE'LL 

400N RETURN, 


WITH THI6 
_ RING IN AAW, 
I WILL TAKE ud | 
TO THE LAST 
TAYeiR/ - 


Ce ie 


~ 


a 

:¥ 
SR 
ty 
ax 


“THE MAGIC. 
CAN FEEL | 


| 


THIS 1S WHERE 
AA, DERVISH 
ow THE CASTLE OF 
MAJJAS. 


&Z 


IT 


| | feel like a 
‘proud Papa! As 
f this July, the 
first batch of 


hits boo 


Violations, 
month. 
Less than a year ago, | 

th. Acclai 


iGomez-free 


swamps of Golthonor, with artwork 
by Castrillo and Rodriguez, many of 
the Magic players here at Acclaim 
say it’s the book to beat this sum- 
mer. Then, of course, Jerry Prosser 
began chronicling the biggest 
domestic squabble ever to hit the 
universe of Dominia with The 
he World of 

With his 

triple-tiered take on the conflict 
between Urza and Mishra, Jerry is 
bringing an air of sophistication and 
irony to the Armada Magic line. But 
that sense of pride I’m feeling really 
comes to the fore with this issue of 


I've known “Susan Wright about 
four years, now. A mutual friend 
brought her to a fantasy role-playing 
game | was running, and before 
long, this charming RPG novice was 
portraying a pivotal character in my 
relentlessly depressing campaig 
Susan happened to be quite a prol 
ic writer, and | was a ae 

B 


ie “ANE” 


comics for Valiant, and a 


ny novel called Say, Fire (which 


et to be released in America). 
atest epic, Star Trek: Voyager— 


was a great et in 
Acclaim’s initial Magic 
to Wizards of the Coa: 
now my Assistant Editor 
Magic advisor. 

Susan and jeof— 
forces was a natural! 
acter who has beco 
in the construct 
Magical i 
caught glimpses 
Rabian in issues } 
on the World 
Gathering. An 
take on Taysi 


As Armada | 


of ern lived up to 
this issue’s multiversal theme 


_ Supporting the weight of all this tal- 


ent on his shoulders is Michael 


powerful 


(e) each Rabian 
tle use of color, 
| well met. Way to 


estions, or suggestion 
is. miniseries chroni 


Only after they are j 
find his destiny. 

If you're just joining us, welcome 
to Armada and the Magic: The 


_ Gathering line of comics! Our goal 
_ with this and all of our Magic titles is 
to introduce you to tl 


many fantas 
planes in the universe of Dominia. 
case you're not familiar with 


game. Paves take on ‘the roles of 
wizards known é 


planeswalkers. These wizards have the 
ability to access various spells which 
they use to defeat their opponent 
while defending their own territory. 

The Arabian Nights expansion set 
was the first set of Magic cards 
released by Wizards of the Coast 
after the initial wave jolted weary 
game players to life. Each Arabian 
Nights card evoked the romance 
and mystery of the desert, exploring 
for the first (and thus far only) time, 
a complete mythos unto its own. 
Some of the most powerful cards in 
the game originated in this set, 
some of which were capable of tip- 
ping game balance. (Wizards of the 
Coast has since corrected the prob- 
lem.) Unfortunately for most newer 
fans, the set was all too quickly con- 
sumed, and is now extremely hard 
to find. WotC will Give fans another 
taste of some Arabian Nights cards 
with the release of the Chronicles 
subset due out this summer 

The lands of Dominia provide five 
different colored mana (red, black, 
blue, green, and white), which is the 
power source for all magic. Each 
color Of maha represents different 
strengths and weaknesses which can 
make pretty powerful combinations. 
Spells differ in their casting cost 
and power, and certain spells 
have neat little fast effects which 
can make games more interesting. 
Players combine skill, strategy and a 
heaping dose of good luck to _con- 
struct their decks. 

Red magic is born of earth and fire, 
stemming from the mountains of 
the land. It is a very destructive and 
chaotic magic and, in a duel, is usu- 
ally used for direct damage. Black 
magic rises from the swamps and 
thrives on death and decay. While 
Black magic can be ruthless, it can 
also prove to be a wizard’s undoing. 
Blue magic flows from the islands 
and is the magic of deception and 
illusion as well as that of air and 
water. Green magic grows out of the 
forests and provides many creatures. 
While green can be calm and 
soothing, it also has the potential 
for swift destruction. White magic 
comes from the open plains, 
and focuses on healing and protec- 
tion. There is also the power for 
noble war. Finally, there is the art 
of the artifact, which can be 
wielded using any color of mana. 
Artifact magic centers around 
ensorceled items such as wands 
and talismans which provide a 
number of resources in a duel, 
such as extra mana or weakening 
your opponent. 

The entire Armada team has put this 
book together for you—so enjoy! 


CON VOCATIONS 


Convocations—A Magic: The Gathering Gallery #1 


i 


Hello, planeswalkers! This is 
Shawn again—one of the tried 
and tested Magic: the Gathering 
rules experts, here at Wizards of 
the Coast. This time around the 
comic book circuit, we get to take 
a look at the first Armada minis- 
eries based on the earliest Magic: 
The Gathering expansion— 
Arabian Nights. My job is to take 
in all the action of the story, and 
interpret it in game terms. The 
Bali oe ave pene a to 

rovide these ay-by-plays 
which often include: Hos and 
strategies for making better game 
duels), for Magic fans, and readers 
who'd like a different take on 
what's transpiring. So, without 
further delay, onward to mayhem! 

The storyline establishes itself 
pretty early and in a very interest- 
ing way; there are five different 
entities known as Taysir (the 
name's familiar to you Magic vets, 
isn’t it?), and if they are somehow 
combined, they'll create a power- 
ful planeswalker. The five people 
known as Taysir each represent 
one of the five differing colors of 
Magic. This we learn by the end of 
the first comic. 

The Apprentice who has studied 
under the evil Sorceress Queen 
Nailah has the power of Black 
magic. The Nomad who fights the 
bandits and desert creatures has 
learned Red magic. The Shepherd, 
who lives on the edge of the forest 
summoning creatures to do his 
bidding, had learned the power of 
Green magic. The Dervish who 
spends his time in self-sacrifice, 
treating diseases and similar afflic- 
tions, has the power of White 


magic. The Baby, trapped in a City 


in @ Bottle deep within the sub- 
merged castle of E/ Hajja) repre- 
sents the Blue element of magic. 
Read the comic again and see if 
you can't find these elements in 
what these Taysirs do, or what 
their environment is like—l bet 
you ll be surprised! 

These entities, when put togeth- 
er, will create a planeswalker with 
the full range of magical power. 


Nailah and El Hajjaj are both work- 
ing to capture the combined 
Taysir to do their own bidding. 
They do not count on [aysir 
himself attempting to Serve 
his own destiny. Right off the bat, 
the Apprentice merges with 
the Shepherd after the Appren- 
tice attacks him. This binds 
the Shepherd's power to the 
Apprentice who has been tutored 
by Nailah. 

The Apprentice soon discovers, 
however, that Nailah has her own 
secret agenda which doesnt 
include either the best interests of 
the land or his own. interests. 
During their first exchange, the 
writing team takes a little creative 
license with the magic. The 
Apprentice casts a Sandstorm to 
delay Nailah’s advances. The 
Sandstorm, presumably learned 
from the Shepherd, does one 
point of damage to all attacking 
creatures. Technically, Nallah, 
a 1/1 Sorceress Queen, would 
die. Maybe the Apprentice was 
holding back! For the sake of 
the story, we'll let it slide. 
Nailah, however, cares little for 
the Apprentice’s needs; she traps 
him in an Oubliette. 

There are a lot of cards being 
represented in the comic that per- 
haps could be served by a little 
explanation in card terms. The 
Ring of Maruf is the device that 
allows Taysir to travel around and 
meet his other entities. In the 
game, the Ring fs an artifact that 
will allow you to pull a card from 
outside the game and put it in 
your hand. This can be very handy 
if you need a card that you know 
is Mot in your deck to win the 
gang In essence, laysir is taking 

imself “outside” of his “playing 
field” and “pulling” another 
aspect of himself into the “game. 
A clever interpretation. 

Next, the Sorceress Queen and 
El Hajjaj are cards themselves— 
creatures, to be specific. The 
Sorceress Queen is a Black 1/1 
creature which, if tapped, will turn 
any creature other than itself into 


ie 


a 0/2 creature; it changes the 
number at the lower right end of 
the card to effectively read 0/2. 
This is very useful if you are play- 
ing Black and your opponent has 
a ie creature you can’t kill 
otherwise. El Hajja} is also a Black 
1/1 creature, which has the spe- 
cial ability of giving you one life 

oint for every point of damage 
inflicted by El Hajjaj. 

Try using El Haljal with a Howl 
from Beyond, a Black spell which 
costs one Black and X colorless, 
doing +X damage in conjunction 
with an attacking creature's dam- 
age. This little combo will allow 
you to rack up the life points while 
inflicting some serious damage! 

Finally, the City in a Bottle is 
What some of us at Wizards of the 
Coast call a “table hoser. [ts an 
artifact that, while in play, will 
force all cards with the Arabian 
Nights symbol on them to be dis- 
carded from play (the symbol is a 
Scimitar, which is located on the 
right side of the card), as well as 
prevent any more from being 
played. This card is effective when 
you yourself aren't playing any 
Arabian Nights cards, while you 
are anticipating your opponent _ 
will do so. 

What’s in store for the conclu- _ 
sion of Arabian Nigh@? Well, \'d 
keep an eye on Raghib—he seems _ 
to be a whole lot more than he is 
letting on. Also, there are only 
three entities of Taysir left after the 
first episode; the Apprentice — 
merged with the Shepherd, giving 
the Apprentice the ability to use 
Green—but the Apprentice is 
securely imprisoned by Nailah. 
(He tries to summon a creature, _ 
but, as per the game, the 
Oubliette’s power keeps the spell 
from being successful.) And we — 
also see that the Dervish acquired 
the essence of the Nomad, giving 
the Dervish some Red magic capa- 
bility. The group that can capture 
the Baby will most certainly have 
the advantage, and my guéss is 
this might be the key. All should 
be answered in the next issue! 


The Sorcerer Queen Nailah 
launches her final gambit to bend 
Taysir to her will, and use his 
untold power to collapse the 

lanes of Rabiah. Meanwhile, the 

inal aspect of Taysir lies hidden in 
a City in a Bottle, secreted away 
by the dark El Hajjaj. 

Taysir is forced to run a gauntlet 
and face a Guardian Beast to reach 
the bottle—but even then, the fight 
is not finished! A final confrontation 
pits Nailah, El Haji, and the surviv- 
ing aspects of Taysir against each 
other, with the fate of Rabiah hang- 
ing in the balance. 


On the peaks of Dominaria’s high- 
est mountains—the confrontation 
Magic fans have been waiting for! In 
an effort to rescue his lost love, the 
Shadow Mage journeys with the 
Planeswalker Kristina into the ve 
heart of Corondor. What he finds is 
his darkest enemy—the hideously 
transformed Battlemage Ravidel. 

This issue's got it all: the return of 
Liana, the Sages of Minorad, the 
fate of the D’Avenant Archer, and a 
mysterious new magician named 
Daria. Also, Shawn Carnes’ ular 
Seer Analysis column supplies tips 
on “Raging with Red” in your M:TG 
game duels. 


Years after the fall of Tocasia's school, 
Urza and Mishra continue down 
their destructive paths. Now power- 
ful merchants, the brothers lock in a 
struggle that plunges the city 
of Kroog into total chaos. Along the 
way, both brothers recruit appren- 
tices to aid them in their tasks. 
Tawnos makes a discovery that 
piques Urza's interest. Mishra, loathe 
to take on students, encounters a 
mysterious woman named Ashnod, 
controls a powerful magical 
staff—and possibly, much more. 
Tawnos and Ashnod are both promi- 
nently featured in the Magic: The 
er eesauites expansion 
set. 
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53 & 54: COSMIC TURF WAR. X-0 VS. ALIENS. 
BY BART SEARS, RON MARZ, & ANDY SMITH. 
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OVER 80 UNBELIEVABLE 
STAGES! — 


